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This Offlrriat seal Is yaur assurance that Nintendo 
h;iH reviewed this product and dial Ec h:ia rr>.rt our 

Standards for excellence in workmanship, 
reliability and entertainment value, Always look for 

this sea] when buying, juries and accessories Lo 
ensure complete compatibility witli your 

Nintendo Entertainment System®. 

This gome is 
1to@n®e<i by Nintendo 

for ploy on the 

Ninientlct 
e nT r RTRinmE hit 
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Parker Drat hern MONOPOLY© Real Eslaie Trading Game was presented 
to Parker Rmtliei's during 1 hit: Depression by Charles 13. DaiToiv of 
Germantown, Pennsylvania. Djjrraw hart made the first games by hand, given 
them to friends and sold a few through a Philadelphia department store. But 
as demand grew, he could not keep up with the orders and arranged for 
Parke]- Brothers to acquire Lhe rights to the game in 1935, 

Since then, it has become the leading proprietary game not only in the 
Uni ted Slates but LhroughoiiL the Wcslcm world. It is published under 
license in 32 countries and in 23 foreign language-sf 

'lln-s N i! a i jhIo KiiUtI hm i n: ■: ■ 11 < Sysli-Tii ■) version of The MONOPOLY game 
conforms to all the rules of the hoard game and 
some of the rules used in toumnmenl play. The iH 
beauty of this version is that lhe computer acts as 
the Banker and takes rare of all the accounting 
and money managements tasks — which speeds 
up play and prevents mathematical errors in the 
High finance Department! 

Players are advised to read the Basic 
MONOPOLY Game Rules at the 
back cd this book to learn 

ot 
Then play a 
test game 
L U L LSI Si ll I Li Of 
human players 
only while you 

4 

rhe 

familiarize yom'selves with [he 
particular of play on Liu Mntc ndo 
Entertainment System. Then you’ll be 

ready to play against the eight 
fas!-playing, sometimes-ruthless computer 

opponents. 
Note. loo. that we've created a special scries 

oHeigh I Wheel siitl Deal pro set games (see page 
21). These four-player game setups assume that 

plovers have already acquired certain properiie* 
and assign all players a certain amount of cash, 
which varies from scenario to scenario, so thev can 

• ** . w , /• # • f T r - " . * • w 0 9 J T* * • n » ^ti tr • • # r • |1f 

"cut to the chase" and l regin the game at the 
high-stakes trading level. You may also create your 
own pre-set game by selecting "Game Editor1* face 

19| at Lhe beginning of the game: this way. 
you decide who gets what. 

Before you begin: White the computer does keep trark of oil propjenies, and 
t M Ls ijijfbrmof ion d.s a Ium i/s a variable on-screed. some pkjyer.s a my u>t$h to hold 
onto a heir own Title Deed *Cords.n The color jxtster packed tn the gome has 
Tide Deeds printed on it; You map cut these apart and keep them in front of 
you as you play. 
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HOW TO USE THE CONTROLLER 
START Button... To begin the game 

SELECT Button... To call up the Main Menu 

A Button... To confirm and enter all sc lee lions; lo buy mi-owned properly you laud 
on: to move from the Main Menu tonne of the Sub-Menus: to exit from Coinmi 11 lit v 
Chest and Chance caret srrrens 

B Button... To send a property to ain’t ion: to exit a KChsera or menu selection 

UP/DGWNv'LE FT/RIGHT Arrows... To move and scroll around the screen to 
numbers, letters, tokens, options 
NOTE: Then# utfH lx? brief ittsiitictiUB and reminder on sawn while you 're 

SELECT 
To bring up 
Main 
Menu 

A BUTTON 
To confirm and 

enter; to move 
to Sub-menus 

■ 

6 CONTROLLER 

TO START A GAME 
1. Hit START to begin. 

2 HOW MANY PLAYERS?... The I ompud'i ill default to 2 players. You con ;>lay 
with from 2 {you and one eompuier opponent at you and another human] lo B- 
players Use the Arrows lo select the number of players, ihcn hi I tin- A Button lo 
confirm the number. Move to "OK ' and hit A ten conlima. 

3. IS THIS A HUMAN (H) OR COMPUTER (C) 
OPPONENT?... !i Hum;m [Hi. Mil A Lo confirm. If 
Computer IC| move to ~ IIj'-el hit A io confirm. 
Move to "OK." i lien hii A ;o confirm. Your rogue's 
gallery of possible opponents will appear (see page 
I0[ 1 'si (he Arrows to move from portrait to 
portrait; hit Lhe A Button to select each rival. 

4. ENTER NAME Use the Ac rows (o move die 
cursor io the Jlrsl letter of the player's name, I hen 
hii Lhc A EiuttOll 10 eol'iDm' that letter. Conlitme 
until you have spelled out the player's name, then 
use the Arrow's to move to "OK," then Jilt the A 
Button to confirm. (Use the <— nl the bottom to backspace and "erase'" a letter to 
change the spelling; use (he —> to add a space, as in Mary ban.) 

TO START A GAME 



5, TOKEN, -, Use the Arrows to oiroU u» the Token you want, then press A to make 
,vmif selection, ICompuLer opponents pick their own tokens immediately, so enter 
the human players first so they can pick their own.3 

There are a total ol 8 tokens to choose from: HAT, HORSE, IRON, H UMBLE. IXXI. 
WHEELBARROW, CAR. SHOE. 

6- Repeat steps 3, 4 and 5 for all remaining players. 

7. TIME LIMITS.,. Rresa A to play an unlimited game without time limits. Or press IS 
to play a short game: use the Arrows Lo select liow long you want to play; list A lo 
confirm. Move clown to "Timer OK" and hit A to confirm. When the time in a Hunted 
game expires, the game will automatically anti timmd.Lal.oLy cud and the winner will 
he displayed If the time limit is not established til the start of the: game, it can ho 
set later [see Timor." page 183. 

The Deal... li' you have selected a short game, the computer will ask if you want il 
to randomly deal out two Tiilo I Joed rands lo each player so you don't spend lime 
acquiring; property, bul get into the 'wheeling and dealing sooner. Press A if you want 
ii to deal- You may deal other Title Deeds yourself by selecting Game Editor (see 
below and page Hf|. To skip this futiclLOeI. press li to leave the cards With the Rank 

S- START Or GAME EDITOR'7,,, Press A to stare the game immediately Your 
alternative Is lo press tj Lo bring up "Game Editor." which allows you to pre-assign 
cash, properties, tokens, houses, and hotels to all the players, thus setting Lip your 
own game "scenario," and (lien hit A to confirm your selections- Slt "let's Wheel 
and Deal!1 [page 19) lor details on this and the already-programmed guinea you may 
choose, 

8 TO START A GAME 

9. WHO GOES FIRST?... Tin- computer randomly picks who goes first and that 
players name appeal* on the first screen. Press A to start, the game. 
NOTE: Your cash on hand will aiuXly? be tiisplaj/rxi at the start of your turn, 

10. ROLL THE DICE... Mow ids linn; to playl The first player presses A to "mil” the 
dice: the token will an l on Lai i< ally move Hie number of spaces indicated hy the dice. 

"ILLEGAL MOVES".,. You rant gel a wav with any shady dealings! Whenever you try 
to make a move I hat does not follow the oflieial MONOPOLY rules, the computer will 
let yon know’ 't he move will not he carried out. and play will resume at the point 
before the illegal move was attempted. 

Fteadif to roll! 

TO START A GAME 9 



WHO ARE THE COMPUTER OPPONENTS? Some clues... 
Arthur.,. A self-made. rcll- to rtehcs millionaire. Growing up in a North enrollna 
■ ■ i pti n is. i;^-. lit* learned the value of a dollar early and never forgot ill He made big 
Iii hI. formiic on ihe New York docks and has never lost bis hard Ilargoicriiig ways. 

Gertrude,,, The widow ol a wealthy New England banker. Gertrude lives frugally 
and protects her investments wisely Although she has a generous nature, silt: has 
sharp mind and knows when son 1 cone's taking advantage of her. 

Erwin.., This husiler front i.hr wrong side ot the tracks runs a half way house for 
ex-colis: he says it's a. rliartlalsle venture, hut it's really quite profitable. Erwin 
disdains living cheaply, and soineiLines hit's a little too loose with small change. 

Maude . . . Maude's father is Daddy Graham V. Park one of the richest tycoon* in 
i he land. She's always lived in the lap of luxury and car'i imagine any other wav of 
life. Her sly good looks and. amiable charm have always kepi her in diamonds, and 
she wastes money shamelessly. 

AP rHLIft! ■G£ft TRUE? HAUPE 

10 COMPUTER OPPONENTS 

Carmen... From her start wuitressing 1 a hies hi South America, Carmen ran ict l 
enough to buy a rail ticket (o the U-S. She had a few hard knocks in the midwest 
before learning how in hold her own in Etegol uilions. She's a quirk learner who mevei 
makes (lie same mistake twice, and a good woikei. She’s got a future ahead of her 

Isaac... Isaac's still young, so he lias lo learn to temper his ambitions. He like* to 
read and play chess, and dislikes clanking machinery. He’s most at home sipping 
lemonade on the porch with hts parents. 

Penelope... A sweet girl vith a trusting heart, Penelope * biggest thrill was being 
elected high school prom queen in Atlantic City. She dislikes rough men and 
especially dislikes having to travel by Erwin's half-way house. 

Ollie .. nine's a good -natured man who just can't seem to hold on in his money. 

COMPUTER OPPONENTS l 1 



BUYING AND AUCTIONING PROPERTIES 
to Buy.. Wlicit yCiur token lands on an unowned piece of real estate, press A to buy 
:l Emrncdial Hy. If you need In raise money Eo buy what you Landed on, see 
".Vloit^iLf.1.: (page IS], la vi w all of Ihe property's Tille Deed card information, use 
the Al lows io reveal n a few tines at a time: lo display the entire card, see "Deeds," 
(page !?■) 

If you don i want to buy the property proas (he B Button to send U to auction, 
where all players may participate If they wish. 

If you. fwii't? a "Gcf Out of Jail free" card, it tt'tH 
shoLiJ tep hero, Tdu.sc it. push SELECT to raise ihe 
Mairt Menu, See page 18, 

Sofdc of i/\« rkiffxwf.s of iha properiten shun:/: On ifwr 
txxirci arv abhreuiaibOiia. Cheek Ihe "'fide Deeds* 
on the poster if you're riot siu’t1 luiior iheif standjbr. 

V2 TO Bl/V PROPERTIES 

TO BID AT AUCTION... 'I lie computer auctLoneer will run the auction and determine 
what the bids will be. To bid, use the Arrows io pick your name, then press ihe A 
Button ia confirm that you will accept the bid the auctioneer has asked fur. Hie 
auctioneer will Hash "Going, going, going.,." and if nn one else jumps in lo bid, it will 
tje "SOEJU!" to the highest bidder, 

The computer won't lei von bid more cash than van have on hand, ho you’ll have 
lo Mortgage properties during the auction La raise some quick cash (see page 15)-. 
Alter the auction, hti A to return lo the board. 

Mow the? Aitqw io your /tdiNOJ fill A to accept tile 
■■ 

auct IjrrJ. 

TO AUCTION PROPERTIES 13 



MAIN AND SUB-MENUS 
* Hit Select La bring up I hr Main Mrn11.. 
* Use the Arrows to uhjvct Ix^lwwn Mlcctioils, 
* Hit the A button lu fti&iFt fctt; i hr Suh-mcmi. 
* HU: B or "Done" when you’re through. 

PotrU Rich Urwk? I^iqtbags oJ. ifSMr Mata selection. 
Hit A to hrif iiji itp th& Srjh mr'nri, 
|lyuti atlj in t/aif, "CJt'f (hit aj\Joil" iriU ap}X'W% 
Sjefect it and push A io pc ■( &ut! 

Properties 
TRADE---When the pink screen appears, u«e ihc Arrows to pick vour trailing 
p^nn^r; Inf A to con th ru. (The other player ran refuse your olTcrt) Use the Arrows to 
pick what you want to do; hh A to confirm your selection. 
Cash... How much money you're putting into, or want from, the deni 
Offer.., Use Arrows to scroll, then hit A lo select the properties you want to offer ir: 
the trade 
Remove,.. To delete a property from the proposed deal 
Yes... If you a«*p| l.he deal 
No... If you don't! 
Quit .. To exit the Trade screen 

1 * TO TRADE PROPERTIES 

Example: (Left) Sue offers Jim P&C0C in exchange for 'Oriented and Con neat cut; she 
hits Yes <o pn \sr> 11 thr <h-uL (Kighl) Jtm in interred, fust monks her fa su'eeteu Jho: 
deal by adding Illinois. and foe'll throw in Allan fie and £200r he hits Yres to pwsmii 
this commfer<)jfer. Sue agrees and urfU hrt Yes io make tfur cltmi. 

MORTGAGE... Use the Arrows to move to different properties you own and display 
iheir Lille Deed cards: the mortgage value ns displayed halfway clown. Press the A 
licit Ion to select u. or press H t r» exit if you have decided not to mortgage anything. 
The bank will pay you 50% of a property's overall worl h. 

UN-MORTGAGE - - Follow thr above procedure to chose the property you wish to 
pay off; enter your selenium, and the transaction will occur automatically. Your 
money will be debated for the value of the mortgage plus 1 0% interest. 

TO MORTGAGE AND UN-MORTGAGE PROPERTIES 1 5 



Buildings 
N«i« r The number o[ Houses and Hot els Icji rn the Bank and mailablejcn wait • 
ajj^rtw'w on the main scneer r at £Jte beginning of each player's awri. Watch otd./br 
impending shortages! 

BtiV: HOUSES & HOTELS... Select the "Buy option for either HOUSES or HOTELS, 
then press the A Button to confirm. Use the Arrows io move around the hoard, and 
see the Title Deed cards for the properties yon own: when yon reach the one you 
waul to build on. press A. On the nexl screen, use the Arrows teenier the number 
of HOUSES for HOTELS) you want lo buy. Hit A to confirm. 
NOTE; The? txwnjciMfor jftfires liw buildings on the appropriate property. 

Docs Anyone Else Want to Build?,. Ai this point, other plovers now Jump in and 
purchase houses or hotels for their own properties by pressing l he U Hut loo, TV ns is 
(»evy mijxwtrmt. if’.here in rr fnAe:ntkil building nhtnUuje. Eat;}] | flavor I ells I Ik- (’ornputef 
how many I hey waul. If there is a shortage. Lhe computer will miioHiiiLleglly start an 
auction for euth available house/hotel. 

The first player to bid and those thereafter use die Arrows Lo select their token, 
then press the A Button to enter. The auclion will Mow? the usual procedi re foee 
pagel3|; the highest bidder wins. 

SELL HOUSES & HOTELS-,.Follow' the "Buv" instructions above. 

16 TO BUY AND SELL BUILDINGS 

Status 
PORTFOLIO.,. Gives you the 
Arrows, von iiiav also sec which prouerliew your opponents own 

the 

ASSETS,,, Similar to Portfolio. cKoepI you see the properties ^oupnl by colot. rather 
than by name. Hits allows you to quickly see who has a Monopoly, and what 
properties are remaining. {If you wish, clip the Title Deed "cards" horn the poster 
included ul t h this game, anti keep them in front of you.) 

DEEDS... To look at all the deeds on the board, including who owns the property 
and figure what a property is worth. When the Title Deed is displayed, you will sec: 

1 „ Ownership of the property 
!l. Number of houses/hotels and ncnl 
3. Mi iHgage / LJ tj ■ mortgage slat us 
The fjame board will also be displayed with properties exhibited wifi) their 

owners1 tokens, the number of houses/hotels on the properties and the 
Morlgaged/Un-mortgagcd status. Use the Arrows to move to Lhe property you wanl 
to review. Press the LJ Hut ion to exit. 

BOARD... Shows you where you are on the board. To sec where other players ans, 
press the Arrows t« reveal their positions one at a lime. (This is particularly 
important when you are deciding where to build houses.) Hit li to quit. 

SEQUENCE- - Tells you the order of the players. 

STATUS — ASSETS [WHO OWNS WHAT) AND DEEDS 17 



Game Control 
TIMER. . You may play the game in Timed mode. in which case lies srmn will It'll 
you how much time is. remaining, or if you ate play Lag unlimited time, you may 
change to a tinted game using this screen. (See page 8.3 

HURRY 'RELAX.. - To speed up or slow down the pace of the game. 

C OMPLi TER/HU MAN.... I'd change a Computer play**r to a Human 
versa, if somebody wauls Hi enter or leave the game. 

or vice 

END GAME. .. TO end the gam.ii for any 
siiicV Use tile Arrows to answer "Yes," 
declare the wirmec of the game and 
the unit. 

. The computer wit! ask, "Are you 
■ss the1 A Unit on. Vhv computer will 

players assete. Yuli may iJirn I urn off 

Get Out of Jail — Appears on Menu only if you are in Jail 
Press SELECT to raise the Menu and use the Arrow to pick GET OUT OF JAIL, 

The computer wit! automatically use a “Get Out of Jail Free" card (/'you have one; it 
you don't, ihc computer will automatically deduct $50 and set you 1'reef fYo.nr 
alternative is not to go to Ihc Main Menu but just hii A and .'nj to roll doubles to get 
out 4 

1H GAME CONI ROL — GET OUT O F J Al L 

LET'S WHEEL AND DEAL! 

Game Editor... 
At the beginning of each gome, hit A j'o start a 
regular rjorne or ft(( H to hrijtg up (he “Grime1 Editor" 
Option. tf(fe fillim i-, you (q, £J» player -by player fa 
sc-i casli nt\(i assayi f im.jw'rTfes; lium ifOu mill place 
h<n rsf 's Hud haieis before ihi1 first roll of the die# — 
so you begin riifhi itt die thick ofttiittgs! 

Note: ttcj.cn qf the Ofrfihns rttnrfcod mifh art * affects 
Niudual pkiijers; Ifu? computer mill ask tuftich 
player's “assets" you arc des^gritnp, Repeat ail *’d 
steps Jot each player as you opoalcwtrg then jolare* houses and hotels on f be pmjtertics. 

Hote; “Loud Prepared Qatne" pre-sets many of tfiese options./or t/oci. 

FINISHED.., Select and hit A to confirm. The game is ready to start. 

SHOW BOARD... Shows position or houses/hotels and tokens. Use Amiws to 
switch token: hit B to quit. 

*SET CASH- ■■ Use UP Arrow to raise and ElOWN Arrow to lower how much cash 
each player starts with, FTit A to confirm. 

* ASSIGN PROPERTIES.. - [Jsc RIG FIT Arrow io move around the IxNdni, hitting A to 
assign a property to that player; property values art; not deducted from players 
cash- Hit B to quit this option. 

WHEEL AND DEAL — GAME EDITOR 19 



’‘PLACE TOKEN... Move LEFT or RIGHT to p]aw <*;•*<•!i token where you wuiil ii to be 
i\i the fiarae'^ official start. Hit A to confirm then hit 13 to quit this option. 

PLACE HOUSES... [You may do so only It'you own all the proportion. in a particular 
color group.) Use Arrows to place token on any one of the properties uj the color 
group w here you want to plri.ee a building. Hi: a. At the 'Aumber of Buddings." 
screen, use the HP/MGi ri Arrows Lo fill in Lite number of houses you want to buy: If 
von change your mind, use ibe DOW.N /USFT Arrows to 1 ower the number Hit A lo 
enn Urm. The computer will automat ir-ally distribute build mgs evenly across alt the 
properties iti Ibis color group. 

PLACE HOTELS.,. If you’ve placed four houses on each property n a color group, 
you nieiy replace the four with one hotel, [You cannot buy a hotrl if there is a 
housing shortage: see page 29.) 

LOAD- PREPARED GAME.-.Use to food one of the eight pre-sci games [see followim: 
page). Use Arrows to .scroll through vour choices. Hit A ici select the caii: you want. 

20 WHEEL AND DEAL GAME EDITOR 

Pre-Set Games 
These eight special game set-ups lor 

tour player's assume you have already 
acquired Uic properties you err listed. 
and each player is given ,i ecxlain 
amount oJ auonev Irom $300 to 

■■ 

ft ] 600 depending on the game. 
Note: I,' fJirri' nrr fus? firn pini/prs. di<?. 
Campaf(t tiittamatuxiUy ixunfoiinthe 
rt'scjcjrces Jhom Mciytif 1 mitl Hm/cr 1. 

Gild Ftaytfr rtjtcd PfG^r 4. ii'ihrn- cue 
three players. t‘t dteJetcs Plaije.r 4 
entirely. 

Number 1 — The Big Boys 
All players siari with SiQpQ 
Flayer ] Dark Blues 

Dark ftjrptes 
Pteyti 2 Yellows 
Player 3 Recta 
Flayer 4 Greens 

Number 2 — Trader’s Delight 
All players start with ®&CH> 
Player 3 l^stjwiilk 

Pacific Aw, 

Kentucky Ave, 
IV iiiiayIvHrr iin I■!;iilcTi;icJ 
Sc. James Place 
{2ftrtntcf ifci if Ave. 

rt1 lay cr 2 ftorG i Ca roLlna, Aw. 
VeritaOf Ave, 
Water Work?! 
SI tort Line Rpdilraad 
Indiana Ave. 
Si Charles. Enlace 
VerrrTWH Avc. 
Mediterranean Ave_ 

H*.v*r 3 lAinnsvtvania 
p v 1 1 

At i ant be Ave . 
Illinois Ave. 
Tetine8.we Ave. 
Vtr.iiiliLla Ave. 
r.kihu- Aw ■ 
RcadLiig Railroad 

nayiiT 4 Park Place 
Marvin Gardena 
n&O RaUr&Bftl 
:'iC'vv Vcn'k Ave. 
Elect Lie Company 
State* Ave. 
Oriental Ave. 

WHEEL AND DEAL —PRE-SET GAMES 21 



Number 3 — Even Steven 
All players start with £ 1000 
j ‘laye r 1 1k i; i id wa I k 

Stales Awe. 
IOm lucky Ave, 
B&O Ite&tHid 
Tirili |r Are. 

Flayer 2 Ni>. Carolina A v * ■. 
New Yi it k Ave. 
.Reading Railnmd 
TndiRJia Aw. 
Vhimcml Ave, 

Havtr S WbkMUc Ave, 
. 9 ** 

I!hriins Ave. 
tfearttieHee Ave, 
Oriental Ave. 
i^njiavfvanta R^ilrOAd 

J i • - 

Player 4 Park Place 
Short Lira B&1Iroad 
MedlLemnwrJii Ave. 
Veutnor Ave. 
Virginia Ave, 

Number 4 — Smali Stuff 
.*YJJ players slari wii 11 £300 
All pj;iyWi l. m i on l-Yec ParkHig 
Player J light Bfhicn 

mm^ 
Player 2 light Purpks 
Player 3 Onai^i ^ 
Player 4 Dark l-,nrp]o^ 

Al l RfiUiimda- 

Number 5 - Money Isn't Everything 
All pkiyt.'n-; .start with $300 
Flayer t light Blues: 

LTirin'ii-H 
Short Line Kj&lirtKul 

Playcr 2 Light irpRfes 
Rede 
Both Utilities 

Player 3 Oranges 
Yellows 

Player4 Dark Purples 
Dark Blues 
All lfcul mart* except Short Line 

22 WHEEL AND DEAL — PRE-SET GAMES 

Number 6 — Short and Sweet 
Alt pl;iy<Ts ■djjrl wilil $SO>0 
[Mayer 1 Greens with 4 houses 
Re.vrr 2 Eteri# wi I h E lol »in ■ 
[ 'layer 3 Yeffciwa: with Holds 
t layer 4 I ighi Pu n lies w\ i ti HqIHk 

Dark Purples wtdi Hotels 
All Railroads 

Number 7 — Building Shortage 
All players start with $1500 
PImv^i I Rati* with Hptela 

Dark Purple wll h 4 ftouses each 
All Haitroaris 

Player 2 

Player 3 

[ Mayer 4 

Yellows- with 3 Houses each 
lighr Purple^ with Hotel* 
UjjJnit Blues wtUi 1 lotcEs 
Granger wiih 1 folds 
Uoih UUlltrea 
Greens with 4 houses 
tksti'Ltvi'alk with 2 houses 
Park Place with I house 

Numbe r 8 — I Vs a Start 
All players start with £I9QQ 
Player I IndUtiui Aw.. 

Hew York Ave. 
P+TIIl*yIvSn liri l-eiilr 11; id 

Player 2 Ventimr Ave. 
VlrginSci Avfe' 
HK-O Wa il mad 

Player 3 VknnorU Ave. 
P^uiiaylvaj iia Ave. 
Reading Railroad 

Flayer 4 P-itrk Phicc 
Battle Ave. 
Short lint1 KiiUro.^il 

WHEEL AND DEAL — PRE-SET GAMES 2 3 



BASIC MONOPOLY™ GAME RULES 
These art* (}\e tradtffonfiJ and inU'muiiimalhj accepted nAenJbr ihe board ptn& 
certain rules. Vtor tuivc re-warded and revised some sections to reflect me 
fact that the fftm\e wilt be pkii/txl on the Nintendo [intmUiiruaeiit System. The screen 
wilt iiidicat*..1 certain basic insmtciions as yon proceed through a game, 

OBJECT,., To become the wealthiest player by buying, renting and selling property. 

PREPARATION-.. Each player cnUTS his/her gmd selects taken on screen. 
ITue cninputrr Banker sutomssi [rally alleys each player $.3 500 from Lhe Bank and 
keeps track of all nl bt-r equipment. 

BANKER,.. The eninpuler will always act as Banker. 

THE BANK,,. Besides its money, the Bank holds the Tide Deed Cards and houses 
and hotels prior to purchase by the players. The Bank pays salaries and bonuses. Ji 
si lls and auctions properties and dtslriburcs their proper Ti.lle Din'd carets, sells 
houses and hotels, And loans money when required on ciKHTtgages. 

The Bank coJJccis all taxes, ftrtea, laans and interest and will buy back houses 
and hotels (at half price). 
Note: Ail qj ihese }uni lians cliv.- p€Tjurauxt uultiiritiliCaUy by the rcwrtpicto. 
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THE PLAY. ,r The computer selects who goes first, and that player uses the A Button 
to "roll" the dice. The token is autoniatLeally moved that number of spaces along the 
board. Aller (he play is completed, the turn passes to the next player. (The computer 
sets the order of play; to see the sequence of players, see page 1.7,j The tokens 
remain on she spaces occupied and proceed from that point on the player’s next 
turn. One or more In kens ns ay rest on I he sj-snte space at the nmne time. 

Depending mi which .spare his token reaches, a player may be ei it hied to buy real 
estate or other properties or be obliged to pay rent, pay taxes, draw a Chance or 
Conmuinitv Chest raid. "GO TO JAILr“ etc, 

•pJ 

Jfa player throws doubles, he. moves. 1 hen rolls and 
moves again, 

<30... Each time a player lands on or passes ovei 
“GO.” I he Bank pays him S2Q0 "salary.r 'I his 
miimml is added to Ihf player"r “account” and 
lhe new lolal aiihiiiialitially irippi.-ars on-Screen 
every time that person begins a ! urn. 

BUYING AND AUCTIONING PROPERTY,., 
Whenever a player lands, on an unowned 
property, he may buy It J'rom the Bank 
at its displayed price. Ifhe does not 
want it. it will be auctioned, and the 
computerized Banker will sell It to the 
highest bidder. 
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PAYING RENT,., When a player lands on properly awiu-d by another player, the 
CAVE "collects" rent frofin him in accordant:*! with the itiformation displayed on its 
Title Deed card, The (Mipwtcr handles the whole tfan&aetteia- 

If the property is nwrtgagctl no rent can be colleeLecL 
It Is art advantage io hold all Title Deeds in a color group because tho owner may 

then charge double roil for unimproved properties in that group fl,c„ Bwrdivalk 
and Park Place, or Connecticut. Vermont and Oriental Avnunw). This rule applies to 
iiTiinori gaged properties even If another property in I ha I color group n lortgiiged. 

II is an even greater advantage to have houses or lie? I els on properties because 
rents are much, higher than for unimproved properties, 

CHANCE and COMMUNITY CHEST.,, When u player lands on either of these spaces 
the computer gives inetruriiyns U> ftt]tow and automatically makes the 
appropriate move nr handles any monetary transaction, Hit A to proceed., 

'I i“Get Out of Jail Free card is held in a player's “account" — and will show on 
his assets m:rrcn — until needed. To use it, press Select; see page IS. After being 
used, it is “returned" to the "pack," 

INCOME TAX... When a player lands on “Income Tax" he has lwo options: he may 
estimate his lax at S200 and pay I ho Bank, or hr may pay 10% of Isis Loud worth to 
I he liacik. i Lis total worth is ail his cash on hand, printed prices of mortgaged and 
im-mortgaged properties, and the oosl price of all buildings he owns. 

The ptaver must decide which opLton he will take fiejore he adds up Ills total 
worth, 
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... A player lands in Jail when.., 
(I) his lokcn lands on I.hi" apace marked "GOTO JAIL." OK (2] Jtc is allocated a 
i.m\i marked GO TO JAJL," Ok (3} Ik throws doubles three Limes in suerrssinn. 

When a player is scnl to Jail he cannct ('oliect 3200 salary on that move stn« c. 
regardless of where hi:- token 1-, on I he hoard, la- must go directly to Jail. A player's 
turn ends when he is sent to Jail. 

If a player is not sent to Jail but in the ordinary course of play lands on that 
space, ho is 'Just Visiting," incurs no penally, and it lave-, ahead in the usual 
manner on his next turn, 

A player gets out of Jail by... 
(1) throwing doubles on any of his next three Uiitih: if he succeeds 
in doing this he Immediately moves forward the number 
spaces shown by his doubles throw, even though he has 
thrown doubles lie 
docs not lake another 
turn. OR 12) using a 
"Get Out of Jail Free' 
cart! If he has one. 
OR {3) paying a 
fine of 350 
before he throws 
the dice on 
■ ilher of his next 
two turns. 
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H' ihe player does not throw doubles by his third turn he must jjmj Lite HtfO line. 
He then gels out of Jail and i] i imediately moves forward ihe numl>er of spaces 
shown by his throw. 

Even\hough he is in Jail, a player may buy or sell properly, buy or sell houses 
and collect rente. 

FREE PARKING... A player Landing on this apace does not receive any 
properly or reward of any kInd. Thia is just a "free ' resting place, 

HOUSES,,. When a player owns all the properties in a color group, hr may buy 
houses from the Bank and creel Lbeni evenly on those* properl. i.c«. 

jf he buys one house, he may put it on any one property. Tin: nexl house fie buy* 
niust fre erected on one of the unimproved propertN's of this or am- oilier complete 
color group he may own. 

The price he pays Lhe Bank for each house is shown on Ids. Title Deed card for 
the properly on which lie erects the house. 

The owner can sLLll collect double rent from an opponent who lands on (he 
ueiimproved properties of his complete color group. 

A jjlayei may buy and erect ai any time as many houses as his judgemenL and 
I'iiuinces will allow But h<? must ijuild cix-piicj. Le.. he cannot creel more than one 
house on any one p rope it y of any color group until he has 
properly of that group. He may then begin on the second row of houses, and so on. 
up to a limit ci I four houses to a properly. For example • bo can nut build three 
houses on one properly if he has only one house on another properly of that group. 

As a player builds evenly he ratis’l also break down evenly if lie sells bouses hack 
to i,he Hank (see "Selling Properly," page - 
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HOTELS... When a player has lour houses on each property of a complete color 
group, he may buy a hotel from the ilatik and erect it on any properly of Ibai color 
group. The four houses from. that property are returned lo the Bank, and he pays 
Lhe price lot the hoi el as shown on the screen - On tv one hotel, nary be erected on anv 
one property. 

BMB ^^B M MB B BB ^^B MB M B^MB ^^B ^MB ^MM 

BUILDING SHORTAGE ..When lhe Hank has no more bouses to sell, players wishing 
to build must wait for some player Lo turn back or sell houses to the Hank, before 
building. 11' there are a limited number of houses ami hotels available and two or 
more players wish to buy more than the Bank lias, the houses or hotels must he 
sold by auction Nee page 1:3-1 to (he big! jo si bidder. Hotels take prioriiy over houses 

when bought or auctioned, 

SE LUNG PROPERTY,.. U^improved 
properties, railroads and utilities (but 
not buildings] may lx* sold to any player 
as a private transaction lor any amount 
lhe ownfr ran get. However, no property 
can be s) sold lo another player il buildings 
art standing On any properties of (hot 
color group. Any buildings so lac.sled 
must be sold back to Lhe Bank before l he 
owner can sell any property of ibal color 

group. 
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E[onsi?si iincl hotels may tw sci l i l hack l.u the Liarik ul any 1 ime for one* JkiT/1ho 
price paid lor thern. 

Atl houses on one color group may Ik- sold one by one. evenly. In reverse of the 
manner in which they were erected. All lulets on one color group may be sold ui 
once. Or they may be- sold one house at a time [one hotel equals live houses) evei ily. 
in the reverse o( the manner in which they were ernet.cd? 

MORTGAGES.,. Unimproved properties ran be mortgaged through the Bank at any 
Line. Before an Improved property can be mortgaged■ nil Lhe buildings on all the 

properties of its color group must be sold back to lhe Hank at ball' price. Tire 
mot ignge value i> dtspluyixl on each rni ii• Deed card. No rent carl be collected on the 
mortgaged properties or utililics. but 
rent can be collected on mi iLiori gaged 
properties in the same- group. 

lit order to lift the 
iTiorlgagf. (he owner must 
pay Lite- Bank lbe 
amount of the 
mortgage plus 10% 
interest. When all the 
properties of a color group 
are no longer mortgaged- ihr 
owner may begin to buy 
back houses at full price. 
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Hie player who moil gages property retains possession of it. and no oLtier player 
may secure It by lifting the mortgage- from the Hank; However, the owner may sell 
this mortgaged property to another player at any agreed price. The new owner may 
lift the mortgage al once, if he wishes, by paying off the mortgage plus 10% Interest 
to the Bank. If he doe* no I lift the mortgage' at once, he must pay the Bank 10% 
interest when he buys the property. and if he lifts the mortgage later he must pay an 
nddcfifWLuJ I (>M imieresi as well as the amount of the mortgage to itie Bank. 

BANKRUPTCY .. A player is bankrupt when he owes more 
Ltian hi: inn pay cither to another player or to the Bank 

If his debt is to another player, lie turns over to that 
playei .>11 that he has of value and retires from ilte game 
In the making ol this settlement, if he owns bonnes or 
hotels, lie niusl. return these: lit the Bank in exchange 
for one half the amount of money paid for them. 

"JTiis cash is givcii to the creditor. If lie has 
mortgaged property he also turns this properly 
over la his creditor, but the new owner must at 
otwe pay the Bank the amount of Interest on the 
loan, which i-- 10% of the value ol ihe property. U 
is. possible Ibi the player collecting ihe debt to go 
bankrupt If the 10% cannot be paid- 

After the new owner does ibis. hi: may, at ids 
option, pay the principal or hold Ihe pro]wily until some 
ater turn, al which time he may Jill the mortgage. 
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Should u player owe the Bank, iraaicad of aaa^ihcT player. itkmx than lie can pay 
(because of taxes or penal tips) even by sed I le iy his buildings find mortgaging 
properly, he must turn over all his assets to it it: Bank. The. 13,mfc iamuedi rifely sells- 
by auction all property so taken, except buiktings- 

A bankrupt player must imiintHliately retire from the game. 
The last player left In the game wins. 

MISCELLANEOUS,,. Money can only hr ]turned in a player by the Bank, and then 
only by moiigaglng property. 

A WARNING: DO NOT USE WITH FRONT 
OR REAR PROJECTION TV A 

Dfl riffl USE D Twi ™r pr-D|BGtllin Iclcvlsi&rt wilk ynyr 

Nhiiif ndo Lnttrlalnmcni Sy&iff -n ■ (■' WES > wuf RLE tjamts,. 

Your pmjaciiisrt iei^i■>n Kiwn may be psi-maiUMiETy 

i#nm3g*d 1 video ^amta *lih ^Hi-nntfry swm d* pattern* 

art pl.'iym* Uf'i ^nur protection IClOVlSlOO. Similar driIrn9# rngy 

pi you place j vilm-ii $*m* an haia or pause. IT you us* 

?*Ln* pJOjrt^liani E-rlFWith NES qam*Si, Nlm#rl4o no I 

liable- Tor any dania^f: TIum sdmiicn 15 not caused a 

■zJwr1':I in iIih NCS or NtS parras; -Dthiw Triad ar rfrp*| live 

i-mage-t may cause wimiiHi mage 1o a prolecilofi iritvidiian 

PlE*a# ecj-nlar^ youff TV manulactuf-ftr 1i>s furlh*r inlormalion. 

we will be happy to answer your questions or commsfili oboul the MONOPOLY1*' video game 
write* "0; Consumer Nations DeMlmeftt, ^ark&r Brofhets. F'O. Bom 1012. Beverly. MA 01915. 

©1W1 Worker Brothers, Dk«Slor> Of TObka CO«pOfOffen Beverly. MA Of935. 
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compliance wh fcc regulations 
This equipment |itBzii:-i\aUm ; m id uses md So frequency eiwsqgy and if net infilled and used property, 
Usrat i*. in strict accordance with, the maiiiilachirers insLructJcms. may cause: inierlVrencc in radio 
and lelevfcsirm am^iniou. |i has been lype-teated and found to comply with theKnifes. Cora CLa&a B 
coftiput .n^ dwUv in Met™ i I;lu i-*- with I he sprelfiralloms in Snbpa.i i ,f of Pan 15 of FCC Rules, which 
LUV dcs-iuntfl in provide rcaaonabJc prolactiQii a^iin-d .such Interference in a ress&dentta I h^iriilaiiciri. 
However, there i:-? no su;ir»n«f e that uitcrtcien**. will noi occur in a particular installation. Jf Jhte 
equipment docs cause inleiTcra^ tfi mdti^ or ickwtelon rcccplton, whfcoh can he det-eimiirwfd by 
ei i ruing, the cquipm-cni -off and on, Lhc user is cm on mgesl in My t-o correct the Inc sift-rente \:>\ one cm 
f>:>ih «if the 11 lalowhiL. insatfLires: Rtfortem the n.-ichniL. antenna, mud/or retecalc Che Carrie away 
l com the r>.*i r iver. 11 necessary, the usa-r ahem Id r-urisnl i <he dealer or an, cxperieneed 
radJo/tcScviBloii icclinieinn Ji ir: i^d u onaE loim. I tie n^r inny I'inrl i he* Ih tlowlng. booklet 
psefksrrd by i he I if krai Coii'iiiuizTicalinciK C^mmiisksn helpful; "How to identity anrl Revive 
Radio- TV Jmci frienee rToldcms.' Tilts booklet. Is?, available from I he L".S. G« vcrtmitnl hrincing 
OlHCr-. Washington, D.C., 20402, Si m k \'n-004 -000*00345-4. 
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90-DAY limited warranty 
F’Orkcr Jirollu-ra wtfii.niih to IEip original purrhiirfr ofihis product that ihe mAdM.ui] on 
whkli this computer program ia ro:«.>jriL^sci in free From dciccLa tri malei iithmid workmanship for a 
jjcrLod oJ ninety il-Hli 11.• vs Irvin the date of purchase. Tills stnftwitp.1, program Isacdct 'as is," wHhvtit 
espre.vs Or implied warranty at any Llih.I , ;Uk| Parker Brothers la not Ir ihlc fur .;u iv Uwwics or 
tiamagfii of any Kind rwuHIng front use of ihti program. Paritcr Drath<.Ts agreea'for a |«-ritKl of 
ninety fDQJ days from date id purttouNe to rllbcr repair ur repbwv, ; vi Its option. I Voe of charge, any 
»flur*iv pracliiRi, which is sent postage paid, wit it [uwl' of purchase strawlng data of purtttaie,. to; 
Parker Brothers, Amu ('onsiin*T RekUtons Department. 50 Dunham Road. Bcwrljr. MA OtOlO. 
Iliift wijn';ir:i v t» not applicable lo normat w*«r jinrl tear. This warranty shall mil he applicable and 
shall be void if Hie dflin-l in iUe soKwhtv product haw arij&eo l linwigh abuse, unreasonable 
mistreaijneiK dr negjept, this warranty is i n lieu op all OTHER wa rranties and no 
oriltik Klil'EiliHBNTAniONS OR CLAIMS OP AM NATURE 5tEAU,BE BENDING ON Ok OBLIGATE 
VARISER BROTHERS. ANY EMPIJESl> WARRANTIES APPUCAlM.E T() Tf HfS SOKTwAf® PRODUCT. 

.LLJLKO WARRANTIES OF WRCHANJ'AHtUTY AM|> 1 1 1 NESS FOR A PAliJ'H TJX-A1-5 PU RPOSE 
ARE LIMITED TO THE NINETY {!») IW PERIOD DESCRIBED ABOVE :\i NO EVENT WILL 
PARKER I3I40TIE2CHS BE LIABLE FOR ANY HITTMAi. INCIDENTAL ORCt'JiNSEgiJENTfAI. 
DAMAGES RESULTING FROM POSSESSION. USE OR MALFUNCTION OETHIS SOFTW ARE 
t’ftonuCr, 
Some states do ii»l aHow Hitiitultoris as to how long an inipliiMl warranty lasts and/or ekiTiudiHuj or 
lim i tut k >i i s of Incidental or consequential (kuriages ™ the above limU;*.rinns mid/or exclusions of 
liability may not apply tv you. Tills warranty give* yem sped Ik* rl^ls. and you may nbn Have other 
rights which varv from Male lo stole, 
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